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OVERVIEW of GAME
There is an unseen battle For the collective bndp, mind and spirit of
the planetary being known as Earth, or Gaia, which includes all within
ber 5 Kingdoms; mineral, plant, animal, buman and :.piritual For”
eons unteld, the forces of Light and Dark activelp vie with one
another upon the 3 Planes (Pbypsical, Mental, Spiritual) to spread
their influence around the world in an ¢ffore to Align Territeries to

their cause and ultimately win the multi-dimensional War for Heaven
and Earth:

The Ascended Masters of both the Light and Dark bave foreseen the
coming of a great Event; an ﬂppmrmiit]j for all 11’1‘1115 upon (Gaia to
ascend to a bigher level of consciousness and to a new pare of the
Universe. The forces of the Dark seek to prevent this Ascension while
the Light attempts to ensure that all kingdoms upon Earth bave l'n.cn ;
given the opportunity to align with it if thep 50 choose. =

Plapers begin with an- Ascended Master, who mulds power upon both
the. Mental and Spirirual planes.” Thep can create nimble Knights
who are powerful upon the F]wm:ﬂ plane-to spread out.and claim
Territéries, A Knight mayp be promoted to the rank of Magician,.
reFlecting.a E'u.'lr'l'-rr:un‘]. abilitp to work upon both the Physical and"

Mem al phm %,

_The torces of Light'and Dark work to place their own Rings of
Alignment upon as-manp Territories as possible before The Event
occurs to end the game. Tlﬂep must choose their course of action
wiselp, a3 the game provides for great Flexibility and freedom of
choice, but carries the subtlety for shrewd maneuvers and bigh-stakes
battles that can produce the triumpbant cries of victory, or the eerie
silence that accompanies a truly bitrer loss.

. This ageless War bas reached a critical moment. Will Gaia and ber 5
Kingdoms prevail or will the forces n-f Darkness succeed in thwarting
the Astension Event!




QUICK-START
INSTRUCTIONS

Plapers attempt to fullp Align as many Territories to
their color as possible before the Event card is-plaped.
{T]_:-E Liﬁht ;1['?;?;1}:5 cedes the First turn to the D;lrh.}

ON YOUR TURN

1. Place pour Ascended Master upon any Sacred Site

and set a ppramid upon it to spmbolize pour Holy ":I.H‘
(Rings of Alignment.are not ntnsnr%

2. Players begin each.turn by calirzcnuq their allotment of
Energetic Units according to-the Following scale: '

MASTER=4 | ‘HOLY CITY=3"|. SACRED SITE-t

3. Plapérs map spend their Els to:
: -Align Neutral Territories
~Create, Promote. or Move Av sAtars.

Enﬁac.;f in Eumbat bp Attacking occupied Tfrntﬂnn

4. Playcrs collect 1 Strategp Card wer_]g time thep fullp
Align a TTerritory and can pl:l;_'r ome per-turn.

5. When the Event card is plaped, the plaper with the
bighest number of Fullp Aligned Territories wiis
the gamie!
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LIGHT & DARK

The agflun War of Dualitp is unfolding dramaticallp in our present
Age but bas also left evidence of the myriad traumas and triumphs
that it bas caused during the manp mpsterious-ages of Earth’s long-
and bidden bistorp. Dualistic thinking, such as ‘bad vs good’ or light
vs. dark’ is a trait common to both the Physical and Mental planes bur
is said to be non-eristent upon the loftp planes of Spirit where the

Ascen dud_M asters dwell.

“Yet, plapers must assume the relé'of Onk whe directs the energy of the forces of
Light or Dark; as One who bas the epes to see thi often subtle maneuverings
within the.3 Planes and to calculare and implement a wi nning strategp. Each
must plap according to their strengths and seek the fickle Favor of fate who can -
turn-the tide of battle in the blink uf an epe, bp the flash of a blade or the
Imm beat of a praper.

F’u.ltl*-nuﬂh p-la.wr.s are tasked with the n:livz.s u” "I c:and Dark, bep need not
identify too closelpwith the positive o negative aspe m of their own ‘ream’
butare encouraged to observe and discover the methods LL‘*I b teams emplop in
their ettort to Align t’r:uz- Km[' loms and “Territories of Earth. - - =

THE LIGHT -'Tb::se are the for CEs known as Good, whose thoughts .md
actions speak of Love, Forgiveness and Ccmp assion. ] heir power is often
ererted upon the Mental’and Spiritual planes, rather than the F'l*'psu:.ﬂ but

* their kindness must not be confused with weakness for their powerupon the
planes is considerable, Their primarp tools consist of Empowerment in Spirit,
Enlightenment in Mind dm‘l Physical Creation. '

TH[ DARK: Theseare the forces kiown as Evil and are comprised of
Beings whose actions are essentiallp selfish. Thep wield tremendous inflience
upon the Physical and Mental planes and some can reach up into the loftp
Spiritual planes. - Theirs are the tools of Control of Spirit, {f-:lrmprmn of Mind
and Physical Destruction.




PLANESOF
BODY, MIND & SPIRIT

"'u"'!..ln} ruhgmm and schools of esoteric phlnmplﬂr emplop the term
‘plane’ to describe a state of being, or a major aspect of universal,
collective and personal consciousness sich as the physical bﬂdv the
emotional and mental tonsciousness as well asthe intuitive and
spiritual states-that can elude those who are unable to match their

- lobty resonant frequencies: lt is generallyp believed that the Spiritual
le::-: vibrates at a-much Faseet rate than the Mental, whose frequency
is much bigher than the densematter-oF the physical plane.

Just-as the body and mind map experience different realities slmulmufmul;' :
withina single Being, so arethe 3 [Mlanes.stacked'upon one another in our
universe. - Thep exist together, separate butoverlapping, and-are constantly- -
interacting with one another according to. Free- Will and Universal Law,
Tl:!'ﬂ'l: ther it all forms an immen s¢ training Emund for Sculs who wish to
engage the multi-dimensional War of Heaven and Earth.

PHYSICAL PLANE - 3D - Third Dimension: ThisPlane .
encompasses the 'JHHLL"[L' reality that is commen to all who have their being
upon Gaia. Thispline percains co bodilp and planetary bealth, as well as
issues such as war, F.a.nun-: and all elsc char can be demonstrated physic 111p but
. ertends urp to include the baser Frmotion u states as wcll

The Physical plane can onlp be accessed from wu.‘]'nn or an adjacent Territory.
It is the inner Ring of Alignment and plapers roll a four-sided die (1Dg) when
Artacking or DtFﬂu{mg upon the Physical plane.

MENTAL PLAHNE - 4D - Fourth Dimension: This is the Plane
of Thought, bigher Emetions and is wheére manp choices are made that directly

-attect the othber Dimensions. Campaigns designed to swap public opinion,
disguise or pervert truth or spstems -::ul: belieF are examples of Mental plane
ractics.
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The Auric Field of the Mental plane map be accessed from a  distance of 44 (2
spaces). It is the middle Ring of Alignment and plapers roll a siz- stded die
(1D6) when Attacking or Defending upon the-Mental plane

SPIRITUAL PLANE - sD - Eifth Dimension: This is the Plaie
of Soul and our connection to-All That Is. Intuition, conscience, reflection and -

revelation aretoels used in Epmmal work, and this plane encompasses all
aspens of existence [Fnt are considered to be memp]ﬁ:rnml magical or divine.”

The Auric Field of the Spiritual plane map be :u:cu:u:d krom a distance cl-' +2
.. |3spaces). ltis the outer Ring of Alignment and plapers roll a-ten-sided die
_{1D1n} when Attacking or De fr:nr.hng wpon the Spiritual plane.”

AURIC FIELDS

Magicians and Ascended Masters possess a powerful Aura, which emanates o
the Territories around them but cannot eross the oceans or through -I:IFIZI.I.P'IE'd
-Rrr:mnres This allows them to mount 1"!"11!1111[ or Splruuﬂ arr.:u:lu From a.
-greater distance than Phypsical Actacks if tl'u: plaper so -El‘lﬂﬂﬂ‘i

Knights map- -:-11[11 be created within.or in-a Territorp that is adjacent ro the
Magician, Ascended Master, Sacred Siteor Hﬂlp Citp. that creates them.
Magicians map be created within two Territories From a Holy Citp or f":.srrmdrci.‘l
Master. . ﬁ;undud Masters must be creatéd in a Hnlp Citp. :

THE RINGS OF
ALIGNMENT .

One ring For the carthen pl.lr-n',
a second For the mind,

a third For the realm of spirie
to blend and to bind.®

Splritual Mane Orer Rj




The Auric Field of the Spi!irualFPHnE may be accessed From a distance of +
(3 spaces). ltisthe outer Ring oF Alignment and plapers roll a ten-sided du:

(1D10) when Artacking or Defending upon the Spiritual plane.

Me Du-‘-:!'u.“..d—u vat ) _
. Phpsical = Adjacent

Mental = +1 squares
_bptmu:t[ = 42 squares

MOVEMENT

(Cost: 1 Energetic Llnit)
(Me Diagenal Mevement)

Knight = 10r 2 squares
Magician =1 square
Mamr 1-siuare

. THE RINGS OF ALIGNMENT
"One ting For the earthen- plane, a second For the mind,
a third for-the realm of spirit €o blend and to bind.”

Spiritual Plane: Outer Ring
Mental Plane: Middle Ring

Physical Plane: Innier Ring




Everpthing upon the 3 Planes is energp, which represents the abilitp to create;
whiether it be-a person, a thoughe or an ideal. Enemgetic Units (ELUs) can be

won in battle and plapers are assigned Energetic Units at th-ﬂ beginning I:-F
each turn according to the following scale-

4-EU5 for each Master
3EUs for everp Holy City
1EU for everp Aligned Sacred Site

Plapers begin the gameé with an Ascended Master and a Holy City, and :
therefore are given 7 EUs on each turn. This increases to 8 1}1:.1 Sacred Site is_
Aligned orto 10 if a second Holp City is established upon it IF a second
Master is then created, the phpnr will be given: 4 more to total 1§ EUs ar the -
beginning of eadh subsequent turn. If a Holp Citp 6r Ascended Master is lost

i’ battle, the player receives a corrésponding number of Fewer EUs ar the " .
beginning of their nirn according to the same scale. -

All that a plaper may wish to undertake in rI'n: game is ':E-Eﬂttlphi!‘-ﬂ{ with
Energp, 1|1|,.1w.1'1.c{ :.|.111pl1+ as Energetic Units. -Every action, whether art.lc!n.nu,
creating, promofing or moving an avatar, as well as Aligning a Territory,
carrjes a cost that is expréssed in Energetic Units. A plaper’s turn continues
_until thep.bave exbausted their Ells. .

ELLs map be used to perform the following actions:
- 1ELI to ereate an Knight. :
-1EU to move a Knight 1 or 2 Terrirories, or to move Magician/ Master
i Territoryp, . e
- LI".' '.I": I::LI EFHTATEN &N T8 ."'I-'F‘ L1
L ll_[,_] PH‘T AWALar EJ['r P[ dmne 1o J&thifh !"""'"i' reach of ELLs during Cambail

-1EU to Align a Territorial plane. e .'r—"

- 3EUs to promote 2 Knight to Magician.,
(R quires't the Aara of a Maseeror Holp Clrp)

- 7EULs to build a Holy Citp From an Aligned Sacred Site.
- ;[Ui o create 51:*:::-11;‘1 f"utn:udr:d Master. [Py mica ._ml
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AVATARS. -
Masters, Magicians & Knigbts

Awatars represent the 3 grades of Beings who are responsible For the movement
of Energp throughout the planes. Thep are the boots on the ground’ in manyp
respects, 1lth|:!-url'n the Ascended Master bas no direct contact with the
Phpsical plane. Thep are' the messengers and soldiers tasked with carrping out
the divine plan for Earth and are pour primary tools in the game. :

' ASCENDED MASTERS

Ascended Ma sters are the rare-and sacred World Teachers
. Found by seckers in every Age. The Christ, Buddha,
Krishna and others are believed. to have m.‘|"-1t'-:¢:~.‘1 a-state of
consciousness that exists outside of phypsical time-space and
bepond duality conscioushess.” Those of-the Light represent
the Fruit of the path of EI!:13|"-tE11tIEL11t and serve as beacons
of light aleng the way. Although we shall not name them,-
“we are certain that the Dark Forces bave their own
villainous beroes-as well. .5
Ascended Masters operate in the Mental.and Spiritﬁal ;
“-%planesand are said to bave transcended the Wheel of Life
_ and Death and to exist in their light-bodies in the Spiritual
- = Planes of the sth Dimension and bigher. Yet, manp remain
ﬁ' ; lnnmnllp tied to thié kingdoms of Earth (and | |.11|...'|"||.I1 in

AT .- particular) where thep still sech to inFluence the afFairs of men.
=

Spiritual planes. An Ascenided Master thar is lost due to
o Combat map be replaced by promoting a Magician within a
u i Hn:'-lp Citp without a card. . Additional Ascended Masters
mrap-onlp be created by promoting a Magician by the
plaper’s original Ascended Master upon an additional -Help
CﬁI- (Requires Card) (Cost to Promore From Magican. 7EUs)

D ﬁﬁti‘]]k{fk{ Mi.l-.‘-l'E'TE may Operate upon l.'l_""i' J"I"l.h'."l'lti.ll J.'I'ILI.-"I T
¥
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MAGICIANS

Magicians are those who bave assimilated great wisdom and
wield it jm‘li.v:i{lusfy according to their ideals. T!_‘n:;ﬁ are Free to
battle upon the.dense phpsical-or the Mental plane and often
" leave an indelible mark ipon societp. Plato, Socrates, Bacon,

- Hall, Tesla, Jung and manp others exemplify the essence of
masterp-upon the dense physical and subtle mental planes.

Magicians may be creared by promoting Knights weithin Hnlv
Cities, or by an Ascended Master upen any F‘h}*s;c ally and .
Mentally Aligned Territory that s withix their Auiric Freld: -

"'r'5.151t1-.1115 may utilize the Phpsical and/ or Mental Planes.
(Cost to Promote From Knighe: 3EUs)

Magwmm may perform regular.or Coordinated Attacks upon

one or both planes, but must-pap the EU cost For cach plane thep

wish to use. MEI‘IL‘.J.[ attacks imap be used From a distanie of 2-

spaces. A Magician may be promored to a Master if a.plaper

claimsa second Holp ‘:n;p (Requires Card)or if thep bave lost their -
First Ascended Master in combat.

KNIGHTS

A a}{mglwr is:an advanced student of Phypsical energp anid 1 may be
viewed as bighly skilled in their field of endeavor, They are those
wwho bave risen from the masses due to their dedication,

- perseverance and skill.” Yer, despite their considerable savvy, thep
bave pet to purFu-:t the 1l'.-1'hrp to Function upon the subtler pl.lm::.
of Mind or Spirit. Knights.comprise many varied and notable
personages from-Jobn Lennon to Jobn F. Kennedp and from
Martin Lutber King, Tr. to Aleister Growlep.

Iin the game, Knights are limited to working only upon the Physical °
plane.and can rise from | 1olp Cities, or be created bp a Magician or
Ascended Masterupon anp Terrltory that is Hﬁrumﬂr Aligned

* and adjacent to them. Knights are more nimble than the other
avatars and m: ay move 1'or 2 lerritories Fm' (ELL (Cost to Create: iELT)
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TERRITORIES

The |"-u.ma|:| population is increasingly becoming aware that F‘Imn:t Earth is a
conscious and sentient being, and bas bosted the War for Heaven and Earth
For manp thousands of pears.. Although the Human kingdom map draw
territorial lines upon our maps and change the names of our nations, to Mother
Earth, it macters lictle what we call ourselves or where we draw our borders.
For the purposes of the game, a Territorp is one square, comprising the .
collective Phypsical, Mental and Spiritu al plane vibrations rn:!-m everp kingdom
on Earth (mineral, vegetable, animal, buman and spiritual) within a geographic
. region. - Any square on-the gameboard thas contains land may be considered a
Trmmr;g, aswell as the lslands. -~ ~ :

A Territorp is Aligned by completing the three Rings of Aligrimerit, which -
represent its polarization toward the Light or Dark in each respective plane:=
Phpsical, Mental and Spiritual- The Territory is considered Chaotic if there is
a conklict due to the presence:of both Light and Dark-in the 3 planes, and s
referred to as-being neutral in those planes-that bave not pet been claimed.
Plapers receive one Strategy card everp time :F'nn: Fullp Align a Territory.

Tl]i‘ COst 10 Align anp 11_¢Lu.‘r-.1| pl-.lnv:‘ on a Territorp is 1 ELL :md this cam be done
fFrom l‘!_‘n? 51‘.111-;.‘1-.‘&,1’:.{‘_.;"!_'5[111{ Field distances. ﬂ-:'l"r'sl.-.'.ﬂ- Adjacent | Menral -+ _S?H{tu.ﬂ |

A Territorp that bas the presence of both Light and Dark is <aid to be Chaotic,
which tériders it.useless for mounting attacks until the imbalance bas been
remedied. 1F a Territorp is occupied by an opponent's avatar, a battle mast
ensue before any of the planes tan be. Aligned. Territories map bold up to 3
avatars who n.urmn:uu:;!.ll;r_ work togetber on Defense and map individually
choose to participate in a Coordinated Artack

' = P
[ TI1C W *IF there 43 ANY LARD upon
A Ll Loty ¥ a-square, it is considered to
P ) =
: —1 be a Terricory
l}D]{T |I:|T1'Ir |.|| P FQEATER MD@™N ATE I TrLiaTige)

|5[_.£‘LH1:J ; *Travel From Port to lsland
WAY-STATION ! For 1 EU, then to any color

coded Pore for 1 hore. -




p “‘a SACRED SITES

These kep energeric vortices exist ar various places around the earth and are

verp important-to the forces of both the Light and the Dark. We can see and

feel the evidence of these sites when studping or visiting the ppramidsof Egppt

and South America, Stonehenge and other energetic sites of great antiquity

throughout birope and the rest of the world as well as the Lep-Lines that criss-
cross the planet that bave long been known as Dragon Lines.

An Aligned Sacred Site can be-used to create Knigbts without the presence of -a
Magician or Ascended Master. Each Aligned Sacred Site provides an
additional {EU ‘per turt and may be used to-create a Holy City For 7 EUL.

{Fequirés Card) _ 2 5
: HOLY CITIES - He

Hu[v Cities afe Found worldwide and have nlwavs been constructed on hallowed
qmund Machu Picdbu, Tums:ﬂu m-and Mecca are well-known r:rmnplu and
there are tales of Fallen cities of Alérandria, Trop and Camelot as well as entire
civilizations that are binted at in our tales of Lemaria and Adlaptis,

A Holp Cirp is buile u pom-an Aligned Sacred Site at the cost of 7 FUs and may
produce E‘:HLE]‘IIE of promote them to Magiciahs without the presence of an
Ascended Master. ‘An Aligned Holp Citp entitles a plaper to 3EUs per turn. A
second Ascendedd Master map be developed from a Magician within a Holy.

; L!TP tor the cost -l.‘.lf ) Ells and a 'Geate |“.‘l.‘-l"i‘l.’ card. (Feeplacing onc's original
Master does nor require.a card.)

Historp. demonstrates that Holp Cities map seem almost impervious to atrack, but
even the strongest may eventually be brought to ruin or eroded From within. In
the game, Holy Cities are impervious to opponent's seeking to Align.its planes,

but if an Artack is successful, a-Holy City map be demoted to a Sacred Site fory
‘EUs. Once it bas been thus demoted, the e"".ll..;nment of its Territories becomes
possible.” An abandoned Holp Citp fmnmnnnb no avatars) map be demoted by
an oppenent for 7 EUs without engaging in Combat.
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MOVEMENT
&2 COMBAT

MOVEMENT

Plapers map onlp inove their avatars in the cardinal directions; North, (up) South
(dovwn) East (right) and West (left). Diagonal movements are not allowed but
the-onlp limit to the distance an avatar map move on ‘their turn is the EU cost.
['{1115!'1“ mayp mowe 1 or 2 Territories for the cost of 1 ELL (Induding Ocean Travel)
- Magicians and Ascended M.l sters move onlp-1 Territory/ 1 ELI

Moving acioss the water requires plapers to embark from a color-coded Port Citp
and ‘movye to the nearest lsland wap-station that {4 the same color For the cost of
1. EUL per avatar. Thep map then pap 1 EU to travel from the [sland to any -
color:coded Port City, which is considered to be adjacent to the lsland. Avatars
_.map not travel between different colored [orts or |s1~|11dﬂ without first :
rnﬂnarhng from a ll.u|'r.'u.1 Port Cirp.

COMBAT. ‘ATTACKING

Combat bécomes necessarp if-a plaper's avatar wishes to occupp,“Align or pa'ss:
through aTerritory accupied bp an opponent. The-forces of Light-and Dark .
must each choosetheir battles carefully for war is expensive but carries the -
porential to win [;rmr amounts of Emrg;p Combat map occur on ong, two or all
three-planes dﬂpcrldmﬂ upon the avatars involved, the Territorial f"'s!u]nm-zur
.and the plaper’s decision.

The Attacking plaper must pap tEU for everp avatar and plane thep wish to
utilize in the atrack. Knights map only operate upnn the Physical plarle,
therefore, thep alwaps mﬂ-.e their Attacks fort EU. Magicians map choose to
utilize the H'-puc al and/ or the Mental planes, ptpmg (EU for each while
Ascended Ma'sters may operate in the Mmml :md: or Spiritual planes and
alse p.ll EU for eaich.

A |

*Movement & Auric Fid ds operate PP
LUp, Down, Lek 5 Right, not diagonally.
Auric Fields cannor cross warer of through Occapied -E.rllh:!-rl'-.!-

i1




- COORDINATED ATTACKS

Plapers map mount Coordinated Attacks which utilize two or more
avatars from one or more Territories.. Each participantin a -
Coordinated Attack must be.within the proper Auri¢ distance of the
Defender and pay (EU per plane thep choose-to utilize. Each

Coordinated ‘Attack adds +1 to the die roll for cach plane they support.
(MHote that additional ﬂ:nrrn DO HOT add another die roll, onlp +1 per plane.) -

f-"'. plaper nnrr Attack one Territorp from one or more Territories x*mth
“one’or more avatars, upon one or more planes at a cost of 1EU each,
providing that all associated Territorial-planes are Aligned.~ Attacks

~map be made from anp distance within the Auric Field. Avatars may
ot Attack mote than once each per turn.

THE:DIE ROLL

-1f a plaper bas at least one avatar engaged in Combat, thep are
entitled to roll.the die for the respective plane. Thep receive an

additional +1 to that roll for everp other avatar who engages in a
% Cmrdm’trr:d Attack upnn that plane. . e

b 8B

FHYSICAL MEMNTAL SFRIT
PLARE MLANE 11 '-."'I
g 1D 1lbie

|:-|_]$|.|:15' t|'-t' seeniario From l".':-u’*u'-.“spi E 2 ot PAGE s, suppose the Fc—llnwmﬂ:l :
PHYSICAL PLANE Dark rolls a 5.and adds + 5 for the other

avatars involved in the Coordinated Attack (8) The Light is not
entitled to a die because the Phpsical plane was not Aligned..(o)
MENTAL PLANE Dark rolls.a 3 and adds 5 for the other avatars
involved in the Coordinated Attack. f ) Liﬁbt rolls a 3 and adds 1 for
the second Magician. (4) -

- SPIRITUAL: Dark rolls a 5. The Light bas no Master to :‘Ir:f:am{

this plane. (Total from all dice: Dark-19 | Light: 4]
The Ddrlt wins 15 Ells. 12




COMBAT: DEFENDING

A plaper automaticallp Defends a Territorp that is attacked with all avatars
that are currently inside the Territorp. Theyp bave Full use of anp Aligned planes

within the Territory, limited onlp by their normal ability to work upon the planes.
(FKnighes-Phpsical | Magicians. Physical’ Ment -AI Agoended Master=Mental/ Spiritual)

Defending plapers are not subject to an EU cost and. are entitled to the use of
one bt'r'l.trzm.,p Card per Ascended Master thep bave on the board but thep cannot

enlist aid From other Territories even if thep are adjacent to them.
(Mo Coordinared Defenses without a Card.) .

COMBAT.: ALIGNING, DEMOTIHG & REMOVAL

Avatars are limited to the planes r!wp can work upon and the Alighment of the
Terriérial planes upon which thep stand, therefore, thep map not Arcack-or
Defend in planes thep cannot normally operate upon, of upon any planr t|1a: i5
not Aligned to their color. . :
LF the ﬁtmcLer wing the die roll, thep may thun Align orie or more planes upon
the Territory thep attacked, limited only by the planes.their avatars map work
wpon, and the number of EUs in their possession. A Knight may only Align_
the Phpsical, while ."'lr"mg'nn.a.nt mayp Align the Phypsical and Mental but an
Azcended "ﬂum is. rcqu.n'ud to Align the Spﬂ'mul plane.

When an ﬁ.tmchmg plaper wins a battle, the Defender's avatars apon the
T:'mtmp_ are temporarilp vulnerable. If the Attacker can Align the appropriate
“planes within the Defenders Territorp oni-the same turn, thep map dlso demdre
their opponent's avatars by paping their Cost to Create.

Knights map only Align the Physical plane, rhcreFon only the Phpsical plane
must be Aligned in order to remove them.” A Mdﬁltldﬂ may only be Demoted to
Knight once the the Phpsical and Mental planes of the T-Emmn* have been
Aligned. Likewise,an Ascended Ma ster.can onlp be Demoted once the

_Spiri:ual_arld Mental planes bave been Aligned.
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5tra.tn:q;r Cards represent the tools and tactics, the campaigns and cover-ups as
well as the sneaky strategies emploped by all who engage in the War for

Heaven and Earth. The Light and” D.a.rr: draw upon the same root energies and
share one deck of Strategy Cards, which can be used to Further the cause of the

Dark or the Light, and reflects their different approaches to the work of
Aligning the Planes.

Many mrds effect more than one plane, some allow plapers to rewrite bistorp,

“~purity the oceans, control the global financial markets or even to.choose the
precise timing of “The Event which determines-the Fm of the world and ends
the game. .

A Strategp Card is drawn the moment a Territorp is fullp Aligned. I another
plaper. tuccuiﬁfullp Aligns the same Territorp later, thep take a new card. “There

.1z no linit to the number of Strategp Cards a‘plaper may bold but’only one can
be plaped per'Ascended Master per turn. -Cards are ised onlp once and are
discardéd upon use.

I"-"'mﬂr .‘::tr:ttfq:p Cards contain the. + = Yin- 'l.lnq spmbol and-do not dperate
upon-the planes directly but will state their special use on the card:- The other
cards each add 44 per avatar engaged in Combat upon one of the planes
specified on the Card’bp the Rings of Alignment.

These cards can be used in conjunction with a Coordinated Attack to amplify
thie die roll. IF a total of 6 Knights attack, a supporting card can.add an
additional +¢ to their Physical plane die roll. - » ot e i+ ubora Prysical plasemi

Cards denoting. 2 or more planes offer plapers the choice of which plane the
effect will occur upon, but it.can onlp be used upon one die roll.upon one plane.

14




GAMEPLAY EXAMPLES

| EXAMPLE 1
KNIGHTS: Alwaps cost-1 EU to Artack:
and add +1 to Coordinated Attacks.

: MAGICIANS. Pap 1 EU if using one plane,
2 if both. 1’-’\.{:1::1 +1 to Coordinated Attacks;

MASTERS Pap 1 EU -if -using one plane, 2
if both. Add +1 to Coordinated Attacks, -

Plapers add ug-r the EU cost for each Attack
ﬂt'ld-PﬂE.it at tb;' br:ginning of Combat.

 Consider a plaper who chooses to attack the
- Physical ‘plane with 4 Knights and 3
Mafgicians. (7EUs) -

- Now-consider if that plaper also Coordinated the 3

Magicians and a Master to cngagc upon all possible
- planes. (12EUs)-

The plaper.is Et‘ltitle‘d t-:s_mll the following dice:
*More that each addizional

- avatar adds +1 to the die roll. ﬁ ':“t 12 ELIs
7 Upon HTF:"""J plane 20 Enengetic L!n ts possible!

& upon Mental plane

o D *LIse the numbers printed acrass
t upen Spiritual plane -~ 1Dy +6 iDs 13 K Mip torark pour BLLI
15 :




EXAMPLE 2

THE DARK MAY: .

J'I.l[’l k"'.'lrl'lTl Frl"l I|"""I.I.“'|'l'I
& ".ll'.{ 1%

Artack square.z from 1q,l.l.Jr-. [
Attack s TJ.'ITE to From s Bquanes 6

%

*spintual Murie helds
From square b can meach

9, 11 an

THE LIGHT MAY:

Attack square § fom squares x,
Snl anid o, -
Mrtack square o from squares §
and 1a '
Atrack square 11 From squargs 2
. and s

- EXAMPLE 2
Suppose that it's-the - -
Dark's turn and thep
draw.the standard R

7. Energetic Units p'lun | ——
- 4 From Sacred Sites. :

(1 EUs)- = . £ | |

The Dark chooses toattack square 5 with everpthing in their power.
- Their Attack can be broken down as follows:

PHYSICAL PLANE [Cnr.t 6) 3 froi square 6, 3 from square .
MENTAL PLANE: (Cost: 4) 2 from square 6, 2 from square 13
SPIRITUAL PLANE (Cost:1) 1-from square 13..

Total Cmt of Attack: 11 EUs. Potential Roll: 28

¢ &0

Dy +5 106 4 iDie
*le D-:Fend.cr is entitled to mll clnly 1D6+1 because the Physical
plane bas not been-aligned. 16




EXAMPLE 3

THE D;""'LRK lﬂﬂfﬁ!:]!:

Artack square § from squares 5,
g and 13 = > :

Artack square 2 fromi square &,

Artack s¢ qUATE Jo Fram s SqUANES &,
2 .:I:m{ ii.

THE LIGHT MAY:

Astack square & from squares 2,
5 and .

Artack square o From squares 5
and 1o,

Axtack square 11 From sqmares 2
and 1o,

EXAMPLE 3
Suppose that it's the
Light's turn and they
draw the standard -

&) I:mr[;ﬂtc Unm

“In liew of fn-.q.amnh.m Lmnbar the forces of thht cho ose the following:
-Aligin the Me ntal planc in square 2 via the Master. (1EU)
“Move the Kriight from square 5 to2. (1 EU)
-Align the th;‘;iml plane in square 2. (1 EU).
~Collect a-Strategp Card for Fully Aligning. square 2.
~Create a Knight in square 2 using the Master. (1 EU)
—':rmte a Knight in square § using ti'nz Magician. (1 EU)

J*'r‘il.’.'i"."f.' one 1"".‘53.51n:m from the [sland ( (square 10 is part of the lsland) to
square 16 and Align the Mental plane in square 16. (2 EUs)

17
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MULTI-PLAYER
VARIANTS

The WAR for HEAVEN & EARTH can easily accomodate three

or four plapers because the essence of .the game does not dhange.

Edch plaper receives an Ascended Master and a Hﬂ[}! Citp to create
. wherever thep choose. Mo otber plaper, even if thep are of the
same color, can control the actions of this Master, but dll other
avatars can be freely directed by, the other Master of each color.

With the addition of the second Master and Holy City, the forces
of Light and Dark each begin a four-plaper g’um: with i4 Energetic °
U]‘Htﬁ -per turn instead of theusual 7 - These, thep must agree to
share in'some manner. We suggest t]w folloveing Mariants but it is
not Tequucd that' bothcolors ::thmm to the same one.

VﬁRIﬁHT: ROTATE: - Two plapers uf the same color

alternate turns bétween tl:ﬁmmelvn Plaper 1 makes all of.the
decisions and tonrrols the EUs for oneentire turn, ceding the same
to plaper 2 upon the nett turn. *Oppencne goss a tan in-berween

| VﬁRIﬂHT;? SHARE: The two plapers work together and
i‘FET]d the EUs Fluidlp between themselves. .

Wariant b suggesed For groups Langer cham fosr people

VﬂRIﬂHT 3'. SPLIT: T}]f-fwﬂ_plﬂ]'-_'flﬁ Sp[i.f Ti_']f EUS a5 foT’JlE
as possible and each is free to make their own decisions for their
= ."-l'_'lﬂ'l'i: [}'F [l'_']lﬂ B:Pl'i.'l'. l"'u"u'lw:' ELls are an odd muember, rovace ehe larger share sccording vo YVarlano

Plapers of both tolors are also free to negotiate temporarp cease-fire
treaties and agreements but mist also decide bow will thep be
enforced. 20




INSPIRATION & PURPOSE

The inspiration For The WAR for HEAVEHN & EARTH arcse From our studies intb che
bidden werlds thar we all exist within, pet are r1r-.l, aware of. The Plants arg all verp real
and we wish to belp awaken those who bave not per claimed their personal power to rise 1o
the rank of Knight, Magician or even Master in |~r r daily life by learning some of the
fundamental Laws by which the game is plaped. . g : :

POLARITY /7 DUALITY

“The WAR for HEAVEN s EARTH provides plapers with a ‘bird's-epe view of the never
ending War of Duality.” The exoreric war bas correspondences to the esoteric battles thar
occur within us all, and will cont inue as long as plapers wish to engage with Dualitp.
Polarized thinking can be observed wherever there is a ‘right" for there must also be a
‘wrong.' This creates a voleage p-:}:-. ntial berwe pen the two poles and enegp beginsto
How, Theeneggp map be used-to Further thse aints of the Dark or the Lighs, for.the root
energy {5 the same Tlu choice is pours!

TAROT CORRESPONDENCES

TEMPLMHCE

"The Great Wayp of the Spiric”

IJ[].'IH ﬂipcl:t-i Alchemical reanification of that whids bas been
dissolved, bringing marter from an’incomplere condirioh to a stare of -
perfection through purifieation. The Phi ilosopher's Storfe.

o S}JAL{UW .|":"|.J-1.‘-'L‘EHL Glurrony, addicrion, excess and conflice .

THE MAGICIAN
“The Matrix of the Mind"

Liﬂ It ..":"L;i}‘.lfcn-. The étr¢|151|~ of applied WAL, viral enegp, self-

N.'I.l.iI.LE Lon, TI\'.Z .'i'il.l'- ll:.ﬂ'- buman consciowsness

o |_*-..1{1-l:ﬁ"-1" As E( Cts: Aggressiveness, egoism, misuse of power,
the selfish buman consciousness

KNIGHT of PENTACLES

“Son of the Earel

Lig"_‘-‘t_ ..":"L.ﬂ:l.‘l-EHS: Stabilization through work, perseverance,
rdiabilitp, diligence, patience and trust in the process.

SF:IML:'W .Ed'l.,‘-!pt‘fts: Stubbornness, stagnation & phlegmaric nature
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"A Master of the Wisdom is one who bas.undergone
the sth Initiation, meaning. that bis consciousness
bas undergone such an expansion that it now
includes the 5tb, or Spiritual Kingdom.

He bas.worked bis wap through the lower Kingdoms
(mineral, vegetable, ammal buman) and bas
expanded bis center of consciousness until it

encompasses the plane of Spirit."

Alice A. Bailep
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